Atalban 

House Rules

Player's Log & Quote Sheet

A crucial aspect of a successful campaign and gaming group is the Player's Log and Quote Sheet.  This will help us maintain focus and momentum from session to session as well as capture the brightest (or dumbest) moments.  We will start future sessions with a recap from the log and then statements from the players regarding how their character feels and what their character thinks.

Bonus Experience for Logging, etc.

Players may earn extra experience by writing up player's logs or other things pertinent to the campaign as a whole (fiction stories, background for your character, etc.)  EPs are earned at 20 * (# pages submitted) * Character Level.  So a player with a 5th level character who writes up 6 pages about the campaign earns 600 experience points.  Writeups need to be sent via email to the GM to gain the EPs.

These Bonus Experience Points may be allocated to the character of the player who earned them, or, at her discretion, may be given away to other characters in the campaign.

Hero Points (as per AU)
As the heroes of their day, the player characters can earn hero points for selfless acts and brave deeds.  These points can later be used to attempt a difficult, crucial, or otherwise improbable act.  A Hero Point adds 20 to the roll for the attempt, and must be applied before the roll is made.  So the attempt still may not succeed if the circumstances are too difficult.

Examples

1. If used on an attack roll and the attack would have succeeded without, the attack can either double the damage or produce a “called shot”

a. Strike at eyes – blinds for 1d10+4 rounds

b. Strike at head or vitals – stuns for 1d3 rounds

c. Strike at limb, rendered uselss for 1d6 rounds

2. If used to act when it isn’t your turn, can take normal round’s worth of actions out of the initiative sequence. You then return to your normal initiative count.

3. If being attacked, can be added as a Luck Bonus to Armor Class or Saving Throw. If save is made without the extra 20, half damage becomes no damage.

4. If used when a die roll has determined that the character will die, the character avoids death and instead suffers a great and debilitating injury, as determined by the GM. (Disfiguring scar, loss of hand, loss of eye, gain limp, etc.).

5. Can be used to make something work in a way that the rules don’t allow for, say adjusting the effects of a spell, or not only disarm a foe but send their weapon into the hands of an ally.

Spells and Spellcasting (as per AU)
Greenbond

Has access to all simple spells and spells with plant or positive energy descriptors.

Mage Blade, Runethane, Witch

Has access to all simple spells of levels she can currently cast. (Up to 7th level spells)

Magister

Has access to all simple and complex spells of levels she can currently cast. (Up to 9th level spells)

All spell casters 'ready' or prepare several spells when he wakes, and has a smaller number of slots to cast the ones he chooses from his readied list during the day.  Readying a slate of spells takes 1 hour.  Regaining used Spell Slots takes “a good night’s sleep” aka 8 hours with no more than one interruption.

Playing with Spells

Diminished Spell: A Spell cast using a slot one lower than its level. The diminished version of the spell is in its description.

Heightened Spell: A Spell cast using a slot one higher than its level.  The heightened version of the spell is in its description.

Laden Spell: A Spell cast using two slots of its level rather than just one.  A laden spell allows you to use one Spell Feat like Quicken Spell or Modify Spell.  Casting a laden spell infers no other benefits outside of such feats.

Weaving Slots – Up: Three slots of a lower level can be woven together to power a higher level spell.  These can be cascaded upward. Example: Three 0-level spells can power one 1-level spell.

Weaving Slots – Down: One higher level slot can power two spells of the next level down. These CANNOT be cascaded downward. Example: One 2-level slot could power two 1-level spells.

Catalysts

Some things (special, rare, and valuable) allow a caster special casting benefits.

· Andrecite (100gp/orig spell level) allows a spell to be cast as heightened without using a higher level spell slot.

· Diamond (1,000gp+) adds +10 to hardness of object spell creates.

· Emerald (500gp+) adds +2d6 damage to damage-inflicting spell.

· Gold Wand (100gp+) doubles duration of enchantment spells.

Truenames

The name of your soul.  You learn it during your naming ceremony.  Keep it well hidden as spellcasters can use it against you.  You should consider sharing it with allied spellcasters as your truename is helpful, sometimes necessary for some spells to be effective with you.

Healing

Normal: 1hp per level plus Constitution Modifier for 8 hours of rest.

With Fast Healing Talent: 1.5 times Normal

With healer and successful heal check: Double Normal Rate.

Cure X Wounds Spells: Results are [Spell result + Ranks in Heal] <= Max HP for Spell. Must not be in combat at the time.  If using a wand or other magic item, only gain 1/2 the Heal Ranks as bonus.

Dying (as per AU)
Combat

Critical Hits: As per rules and weapon threat range.  If Die Roll falls into threat range, roll again. If second roll also rates a "hit", you've scored a critical.

Bad Misses (For character levels 1 and 2): If you roll a one, you've missed, automatically.

Fumbles (Do Not Come Into Play Until Characters are at least 3rd Level): If Die Roll is 1, roll again. If second roll would also have missed, you have fumbled.  GM determines nature of fumble. 

